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Abstract 
This research focuses on translation method and the impact of translation method toward translation quality of 
interrogative sentence in the Harvest Moon: Back to Nature video game. Descriptive qualitative method is applied 
in this research. The data are the interrogative sentences found in the Harvest Moon: Back to Nature video game 
and its translation. The source data are the video game entitled Harvest Moon: Back to Nature developed by Victor 
Interactive Software, published by Natsume and its translation by PALAPA. 
The results of the research show that there are 4 methods applied to the translation namely Communicative 
Translation, Literal Translation, Free Translation, and Word-for-Word Translation. From 71 data of interrogative 
sentence in Harvest Moon: Back to Nature video game, the dominant translation method used is Communicative 
Translation with 36 data (50.7%). For the translation quality. From 71 data, 53 data categorized as accurate 
translation (74.6%), 60 data categorized as acceptable translation (84.5%), and 68 data categorized as readable 
translation (95.8%). The translation methods applied in translating interrogative in the video game can produce 
good quality translation. 
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1 Introduction 
Cultural differences in English and Indonesian affect the language used. Therefore, translation is needed to 
make it easier to understand the meaning of the language. Translation is the process of expressing meaning from 
the Source Language (SL) to the Target Language (TL) to be comprehensive as intended by the author. By not 
changing the equivalent of words from both languages. 
 Unfortunately, translation is not an easy work. There are several things to consider in translation. These 
include the messages, culture, readers, source language and target language. The translated message refers to the 
topic of the text where the translator must understand better about the topic of the text. Culture refers to differences 
in the two language where the translator must know and understand the culture of the two languages so that the 
translator is right in choosing words that are commonly used. 
 This research focuses on analysing interrogative sentence found in the Harvest Moon: Back to Nature 
video game and its translation. Therefore, the objective of the study of the research are: 
a. To find out the types of translation methods are used to translate interrogative sentences in the Harvest 
Moon: Back to Nature video game 
b. To identify the impact of translation method toward translation quality of interrogative sentence in the 
Harvest Moon: Back to Nature video game 
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 There are a lot of translation works such as translating novel, music, film, poetry, game, and many others. 
In this research, the researcher will analyze the translation method and quality on a video game titled Harvest 
Moon Back to Nature. The reason why the researcher chose game as object is because, game is popular among 
teenagers today, even throughout the world. Not only among teenagers but also children and adults, it is universal. 
Video game has many variation of languages, for example English and Indonesian language. Translation is needed 
to make it easier for someone to understand the contents of the game. Therefore, the researcher chose the game 
as an object of the research. Video game researched in this research is a game that is similar to a visual novel. 
Lots of sentences and conversations contained in the video game. The researcher only takes interrogative 
sentences to facilitate the retrieval of data. 
 In this research, the researcher is interested to analyze about translation method and quality used by the 
translator and how is the impact of translation method toward translation quality in translating the Harvest Moon: 
Back to Nature video game developed by Victor Interactive Software and published by Natsume.”. 
 
2 Literature Review 
Your literature review should contain these rhetorical moves: 
Theoretical Framework 
- Bring the reader into the understanding on how you build your hypothesis or conceptual link. 
Discuss the relate findings of published previous study 
- Generalize the finding of some published research in previous study, and the gap that arise through 
those findings. 
State Your research stance 
- Show to the reader on what is the main concern on your research through the deep tracking of the 
theory. 
In translating source language (SL) into target language (TL), there are several processes carried out by the 
translators, one of them is translation method. Translation method is needed to produce a good quality translation 
and easy to understand. There are many translation methods, one of them is Peter Newmark’s theory. Newmark 
states that translation is rendering the meaning of a text into another language in the way that the author intended 
the text. 
 Further, a good translator should be able to translate a lot of text types through the correct methods. There 
are eight methods that divided into two forms by Newmark. The first is the translation method emphasis on the 
souce language consisting word-for-word, literal, faithful, and semantics translation. Secondly, Newmark has the 
translation method that emphasize to the source language consisting adaptation, free, idiomatic, and 
communicative translation. Here is the diagram of eight types of translation method: 
Table 1. Translation Method 
Sl Emphasis Tl Emphasis 
Word-For-Word Translation Adaption Translation 
Literal Translation Free Translation 
Faithful Translation Idiomatic Translation 
Semantics Translation Communicative Translation 
 
 Translation is considered to be good when it meets three aspects. They are accuracy, acceptability, and 
readability. Nababan, et. al (2012: 50-51) states that the accuracy, acceptability, and readability of translation 
based on the scales below: 
Table 2. Scale of Accuracy Score 
Scale Categorize Indicators 
3 Accurate The meaning or message in words, phrase is accurately 
conveyed into the target language 
2 Less accurate The meaning or message in words, phrase is less accurately 
conveyed into the target language. 
 
1 Inaccurate The meaning or message in words, phrase is not accurately 
conveyed into the target language. 
Table 3. Scale of Acceptability Score 
Scale Categorize Indicators 
3 Acceptable The meaning or message in words, phrase is acceptable 
culturally, grammatically, and contextually in target language. 
2 Less acceptable The meaning or message in words, phrase is less acceptable 
culturally, grammatically, and contextually in target language. 
1 Unacceptable The meaning or message in words, phrase is unacceptable 
culturally, grammatically, and contextually in target language. 
Table 4. Scale of Readability Score 
Scale Categorize Indicators 
3 Readable The meaning or message in words, phrase is readable into the 
target language. 
2 Less readable The meaning or message in words, phrase is less readable, the 
reader has to read more than one time into the target language. 
1 Unreadable The meaning or message in words, phrase is not readable into 
the target language. 
3 Research Method 
The method of research used in this research was qualitative which referred a way of conducting and conceiving 
research. In qualitative research, the researcher is the instrument or the tool for designing, collecting, and 
analyzing research. Kirk and Miller (1986) in (Moleong 2007: 2-3) state that the qualitative research is taken from 
qualitative observation, people usually of numeric or quantity. In brief descriptive qualitative research is the 
research employing the method of collecting, describing, calssifying, analysing the data and then drawing 
conclusion. 
 The source data of this research are taken from the Harvest Moon: Back to Nature video game by Victor 
Interactive Software and published by Natsume, both in English and Indonesian version. The data from this 
research is interrogative sentences found in the video games Harvest Moon Back to Nature, both in English and 
Indonesian version. 
 The technique of collecting data are as follows: 
a. To get the Harvest Moon: Back to Nature video game, both in English and Indonesian version 
b. To read the in-game texts of Harvest Moon: Back to Nature video game, both in English and Indonesian 
version 
c. Finding the interrogative sentences in the both version of Harvest Moon: Back to Nature video game. 
 The technique of analysing data are as follows: 
a. Coding the data 
b. Displaying the data in table 
c. Comparing between the English and Indonesian version text to know which method used in translating 
the interrogative sentences 
d. Analysing the questionaries to give clear information of the translation quality 
e. Drawing conclusion. 
 The research was conducted in the following procedures bellow: 
a. Reading the in-game text of Harvest Moon: Back to Nature video game, both in English and Indonesian 
version 
b. Collecting all of the interrogative sentences in the Harvest Moon: Back to Nature video game 
c. Numbering the data 
d. Displaying the data in table 
e. Identifying the translation method used in the translation 
f. Spreading out the questionnaires 
g. Checking the questionnaires 
h. Analysing the translation quality 
i. Drawing conclusion and suggestion 
 
4 Result & Discussion 
Translation Method 
In this research, the researcher found 71 data in total. In those data, it is found 4 translation methods. They are 
communicative translation, literal translation, free translation, and word-for-word translation. The data can be 
seen bellow: 
Table 5. Translation Method 
No. Translation Method Total Percentage 
1 Communicative Translation 36 50.7% 
2 Literal Translation 15 21.1% 
3 Free Translation 12 16.9% 
4 Word-for-word Translation 8 11.3% 
Total 71 100% 
From the table above, it can be seen that Communicative Translation is the most method used by the translator 
in translating “Harvest Moon: Back to Nature” video game. The translator does not use Faithful Translation, 
Semantics Translation, Adaptation Translation, and Idiomatic Translation. The translator also focuses more on 
the Target Language emphasis in translating “Harvest Moon: Back to Nature” video game. 
Here is the example of each translation method: 
1.1.1. Communicative Translation 
Context situation: When the mayor shows the farm’s condition 
SL:  Well, what do you think? 
TL:  Nah bagaimana menurutmu? 
(D04/HBN) 
The datum 04 is categorized as a Communicative Translation. The translator focuses on contextual meaning. 
The word “Well” is translated into “Nah”, the word chosen by the translator is more flexible and the translator 
emphasize on communication. Both content and language of Target Language are acceptable and comprehensible 
to the readership. 
1.1.2. Literal Translation 
Context situation: Conversation between Mary (librarian) and Gray (Saibara’s grandson) in the town square 
SL: You’re Saibara’s grandson, right? 
TL: Kau cucunya Saibara, benar? 
(D34/HBN) 
In the datum above, it can be seen that the translator uses Literal Translation for the method. The Source 
Language grammatical constructions are converted to the nearest Target Language equivalents, but the sentence 
is translated word for word. The evidence is “Saibara’s grandson” translated into “cucunya Saibara”. There is 
difference between the grammatical construction of the Source Language and the Target Language. 
1.1.3. Free Translation 
Context situation: The mayor asks a few questions about the player at the beginning of the game 
 
SL: What is the name of the farm? 
TL: Tuliskanlah apa nama kebunmu? 
(D02/HBN) 
The datum 02 is categorized as Free Translation. The translator changes the sentence form from interrogative 
into imperative in the target language. It is translated into “Tuliskanlah apa nama kebunmu?” instead of “Apa 
nama kabunmu?”. The message from Source Language is conveyed in Target Language, but the sentence structure 
is different. 
1.1.4. Word-for-word Translation 
Context situation: The player visits the poultry farm  
SL:  Do you need something? 
TL: Apa kau perlu sesuatu? 
(D68/HBN) 
In the datum above, the Source Language word order is preserved and the words translated singly by their most 
common meanings, out of context. It is because the translator translated the Source Language every word without 
changing the form of the text. The grammatical construction of Target Language is still the same as the 
grammatical construction of Source Language. Thus, the translation method for this case is Word-for-Word 
Translation. 
4.2 Translation Quality 
Table 6. Accuracy Percentage 
4.2.1 Accuracy 
No. Level Datum Number Percentage 
1 Accurate 1, 4, 7, 9, 10, 11, 12, 13, 15, 17, 18, 19, 20, 21, 22, 
23, 24, 25, 28, 29, 30, 31, 32, 33, 34, 35, 36, 37, 39, 
40, 41, 42, 43, 44, 45, 46, 47, 48, 49, 50, 53, 54, 56, 
57, 60, 61, 62, 65, 66, 67, 68, 70, 71 
74.6% 
2 Less accurate 3, 5, 6, 8, 14, 16, 26, 27, 38, 51, 52, 55, 58, 59, 63, 
64, 69 
24% 
3 Inaccurate 2  1.4% 
Total 100% 
The accuracy in translating “Harvest Moon: Back to Nature” video game is categorized as accurate translation 
with 74.6% percentage of data. There are several data of less accurate translation (24%) and one data categorized 
as inaccurate translation (1.4%). Overall, the translator can deliver accurately the meaning or the message into the 
target language. 
Here is the example of accuracy translation: 
a. Accurate 
Context situation: The mayor asks a few questions about the player in  the beginning of the game 
SL: When is your birthday? 
 
TL: Kapan ulang tahunmu? 
(D01/HBN) 
The datum 01 belongs to be accurate translation. The meaning or the message in words, phrase is accurately 
conveyed into the Target Language. The translator did not do reduction meaning. The raters give score 3 for the 
datum above. Therefore, datum 01 belongs to accurate translation. 
b. Less accurate 
Context situation: The player visits the blacksmith shop 
SL: What can I do for you today? 
TL: Apa yang bisa ku bantu sekarang? 
(D14/HBN) 
The datum 14 is categorized as less accurate. The meaning or the message in words, phrase is less accurately 
conveyed into the target language. It is proven by the Source Language “today” is translated into “sekarang”, it 
has a different meaning. The translator translates less accurately the meaning of Source Language into the Target 
Language. The raters give score 2 for this datum. Therefore, the datum 14 belongs to less accurate translation. 
c. Inaccurate 
Context situation: The mayor asks a few questions about the player at the beginning of the game 
SL: What is the name of the farm? 
TL: Tuliskanlah apa nama kebunmu? 
(D02/HBN) 
The datum 02 is categorized to be an inaccurate translation. The meaning or the message in words, phrase is 
not accurately conveyed into the target language. It is proven by the addition “tuliskanlah” in the Target Language. 
There is also a change of form in the Source Language into the Target Language from interrogative to imperrative, 
that makes the translation is not accurate. Therefore, this datum belongs to inaccurate translation. 
Table 7. Acceptability Percentage 
4.2.2 Acceptability 
No. Level Datum Number Percentage 
1 Acceptable 1, 4, 5, 6, 7, 9, 10, 11, 12, 13, 14, 15, 17, 18, 
19, 20, 21, 22, 23, 24, 25, 26, 29, 30, 31, 33, 
34, 35, 36, 37, 38, 39, 40, 41, 42, 43, 44, 45, 
46, 47, 48, 49, 50, 52, 53, 54, 55, 56, 57, 59, 
60, 61, 62, 63, 64, 66, 67, 68, 70, 71 
84.5% 
2 Less acceptable 2, 3, 8, 16, 27, 28, 32, 51, 58, 65, 69 15.5% 
3 Unacceptable   
Total 100% 
The acceptability in translating “Harvest Moon: Back to Nature” video game is categorized as acceptable 
translation with 84.5% percentage of data. There are several data categorized as less acceptable only 15.5% 
percentage and no unacceptable translation. Overall, the meaning or message in Source Language is acceptable 
culturally, grammatically, and contextually has been delivered by the translator into the Traget Language. 
 
Here is the example of acceptrability translation: 
a. Acceptable 
Context situation: The mayor asks a few questions about the player at the beginning of the game 
SL: When is your birthday? 
TL: Kapan ulang tahunmu? 
(D01/HBN) 
The datum 01 includes acceptable translation. The meaning or the message in words, phrase is acceptable 
culturally, grammatically, and contextually in the Target Language. The language used by the translator is 
commonly used in Indonesia. The raters also give score 3 for this datum. Therefore, this datum belongs to 
acceptable translation. 
b. Less acceptable 
Context situation: The mayor asks a few questions about the player at the beginning of the game 
SL: What is the name of the farm? 
TL: Tuliskanlah apa nama kebunmu? 
(D02/HBN) 
The datum 02 is categorized as less acceptable. The context of Source Language is delivered clearly in Target 
Language. But the grammatical construction is less acceptable. There is changes form from interrogative into 
imperrative. It is proven by the word “Tuliskanlah”, in indonesia “Tuliskanlah” is usually used in an imperrative 
sentence, yet the translator still used question marks “?” in the Target Language. The raters also give score 2 for 
this datum. Therefore datum 02 belongs to less accurate translation. 
Table 8. Readability Percentage 
4.2.3 Readability 
No. Level Datum Number Percentage 
1 Readable 1, 2, 4, 5, 6, 7, 9, 10, 11, 12, 13, 14, 15, 16, 17, 
18, 19, 20, 21, 22, 23, 24, 25, 26, 27, 28, 29, 30, 
31, 32, 33, 34, 35, 36, 37, 38, 39, 40, 41, 42, 43, 
44, 45, 46, 47, 48, 49, 50, 51, 52, 53, 54, 55, 56, 
57, 58, 59, 60, 61, 62, 63, 64, 65, 66, 67, 68, 70, 
71 
95.8% 
2 Less readable 3, 8, 69 4.2% 
3 Unreadable   
Total 100% 
 
The readability in translating “Harvest Moon: Back to Nature” video game is categorized as readable translation 
with 95.8% percentage of data. There are only three data categorized as less readable (4.2%) and no unreadable 
translation. Because the target reader can easily understand the message or the meaning of the target language. 
Here is the example of readability translation: 
 
a. Readable 
Context situation: The mayor asks a few questions about the player at the beginning of the game 
SL: When is your birthday? 
TL: Kapan ulang tahunmu? 
(D01/HBN) 
The datum 01 is categorized as readable. The meaning or message in words, phrase is readable into the Target 
Language. The readers can understand the Target Language in one reading. Therefore, this datum belongs to 
readable translation. 
b. Less readable 
Context situation: Farming tutorial 
SL: Isn’t there some way to put in more? 
TL: Apa ada cara supaya bertambah? 
(D69/HBN) 
 The meaning or message in words, phrase is less readable, the readers need to read it twice to understand 
the Target Language. Therefore, datum 69 is categorized as less readable. 
 
4.3 The Impact of Translation Method toward Translation Quality 
 The translation quality of the 4 methods used by the translation is categorized as accurate, acceptable, 
and readable translation. According to the assessment attained from the raters, the translation is good and the 
average translation quality score is 3 (on scale of 1 to 3) in term of accuracy, acceptability, and readability. There 
are several data which are categorized as less accurate, less acceptable, and less readable because in translating 
the source language, the translator applied addition, omission and the diction that is not quite right which makes 
the translation a little confusing. There is also 1 data that the translation quality is not good, it is because the 
translator changes the form of the sentence from interrogative into imperative sentence which makes the 
translation quality is inaccurate. But still, the target language is readable and understood by the target readers. 
Based on the analysis above, it can be seen that the translation method applied in translating the video game can 
produce good quality translation. 
5 Conclusion 
Based on the analysis above, the researcher found 71 data that contains interrogative sentence in “Harvest 
Moon: Back to Nature” video game. The researcher uses Peter Newmark’s theory for the translation method. In 
translating “Harvest Moon: Back to Nature” video game, the researcher found 4 translation method that is used 
by the translator. Of all the data, the researcher found 36 data of Communicative Translation (50.7%), 15 data of 
Literal Translation (21.1%), 12 data of Free Translation (16.9%), and 8 data of Word-for-Word Translation 
(11.3%). The dominant translation method used by the translator in translating “Harvest Moon: Back to Nature” 
video game is Communicative Translation. There are no Faithful Translation, Semantics Translation, Adaptation 
Translation, and Idiomatic Translation used by the translator. 
 
Afterwards, the researcher uses Nababan’s Translation Quality Assessment to assess the accuracy, 
acceptability, and readability of the translation. Translation quality of the translation is assessed by 3 raters. For 
the accuracy of the translation, the researcher found 53 data categorized as accurate (74.6%), 17 data categorized 
as less accurate (24%), and 1 data categorized as inaccurate translation (1.4%). For the acceptability, the researcher 
found 60 data categorized as acceptable (84.5%), 11 data categorized as less acceptable (15.5%), and 0 
unacceptable translation. For the readability, the researcher found 68 data categorized as readable (95.8%), 3 data 
categorized as less readable (4.2%), and 0 unreadable translation. From the data assessment, it can be seen that 
the translation is categorized as accurate, acceptable, and readable translation. Although there are several 
translations that are not good and not translated perfectly, but overall the translation is good. The translator can 
deliver the message clearly and understood by the target readers. Based on the analysis above, it can be seen that 
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